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About Photosensitive Seizures 


A very small percentage of people may experience a seizure when exposed 
to certain visual images, including flashing lights or patterns that may appear in 
video games. Even people who have no history of seizures or epilepsy may have 
an undiagnosed condition that can cause these photosensitive epileptic 
seizures 1 ' while watching video games. These seizures may have a variety of 
symptoms, including lightheadedness, altered vision, eye or face twitching, 
jerking or shaking of arms or legs, disorientation, confusion, or momentary loss 
of awareness. Seizures may also cause loss of consciousness or convulsions 
that can lead to injury from falling down or striking nearby objects. Immediately 
stop playing and consult a doctor if you experience any of these symptoms 
Parents should watch for or ask their children about the above symptoms— 
children and teenagers are more likely than adults to experience these seizures. 
The risk of photosensitive epileptic seizures may be reduced by sitting farther 
from the television screen, using a smaller television screen, pi ay ingin a well-lit 
room, and not playing when you are drowsy or fatigued If you or any of your 
relatives have a history of seizures or epilepsy, consult a doctor before playing. 

Other Important Health and Safety information 

The Xbox Instruction Manual contains important health and safety information 
that you should read and understand before using this software. 

Avoid Damage to Your Television 

Do not use with certain televisions. Some televisions, especially front- or 
rear-project ion types, can be damaged if any video games, including Xbox 
games, are played on them. Static images presented during the norma! course 
of game play may “burn in” to the screen, causing a permanent shadow of the 
static image to appear at all times, even when video games are not being played. 
Similar damage may occur from static Images created when placing a video 
game on hold or pause. Consult your television owner's manual to determine if 
video games can be played safely on your set. If you are unable to find this 
information in the owner’s manual, contact your television dealer or the 
manufacturer to determine if video games can be played safely on your set. 
Unauthorized copying, reverse engineering, transmission, public performance, 
rental, pay for play, or circumvention of copy protection is strictly prohibited. 
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Using the Xbox Video Game System 

1. Set up your Xbox™ video game system by following the instructions in 
the Xbox Instruction Manual. 

2. Press the power button and the status indicator light will light up. 

3. Press the eiect button and the disc tray will open. 

4. Place the UFC: Tafout 2 disc on the disc tray with the label facing up 

AND CLOSE THE DISC TRAY. 

5. Follow the on-screen instructions and refer to this manual fob more 

INFORMATION ABOUT PLAYING UFC: TAFOUT 2- 

Avoiding Damage to Discs or the Disc Drive 

To AVOID DAMAGE TO DISCS OR THE DISC DRIVE: 

* Insert only Xbox-compatible discs into the disc drive. 

* Never use oddly shaped discs, such as star-shaped or heartshaped 

DISCS, 

* Do NOT LEAVE A DISC IN THE XBOX CONSOLE FOR EXTENDED PERIODS 
WHEN NOT IN USE. 

* DO NOT MOVE THE XBOX CONSOLE WHILE THE POWER IS ON AND A DISC 
IS INSERTED. 

* DO NOT APPLY LABELS, STICKERS, OR OTHER FOREIGN OBJECTS TO DISCS. 


✓ 




L Connect the Xbox Controller to any controller port on the 
FRONT OF THE XBOX CONSOLE. FOR MULTIPLE PLAYERS, CONNECT 
ADDITIONAL CONTROLLERS TO AVAILABLE CONTROLLER PORTS. 


2. Insert any expansion devices (for example. Xbox Memory Units) 

INTO CONTROLLER EXPANSION SLOTS AS APPROPRIATE. 

3, Follow the on-screen instructions and refer to this manual 

FOR MORE INFORMATION ABOUT USING THE XBOX CONTROLLER TO FLAY 

UFC: Tapout 2. 


Expansion si ot A 


Expansion slot B 



Right trigger 


Left trigger 



Left thumbstick 


BACK button 
START button 


Directional pad 


Right thumbstick 


Y button 
X button 
B button 
A button 


Black butte 
White butte 






























The Ultimate Fighting Championship (UFC) is a sporting event that brings 

TOGETHER THE WORLD'S MOST TALENTED MlXED MARTIAL ARTISTS, THE UFC WAS 
CHEATED IN 1933 AS A HADE FOR PAT-PER-VIEW SPECTACLE TO GARNER WORLDWIDE 
ATTENTION. THERE NEVER WAS A PLAN TO PROCEED BEYOND ONE OH TWO SHOWS* THE 
IDEA WAS TO BRING TOGETHER CHAMPIONS OF VARIOUS MARTIAL ARTS AND OLYMPIC 
SPORTS, SUCH AS KARATE, mHITSO, BOXING, KICKBOXING, WRESTLING, SUMO AND 
OTHER DISCIPLINES TO DETERMINE WHICH STYLE WOULD BE MOST SUCCESSFUL IN A 
TOURNAMENT, INTERNATIONAL SUPPORT FOR THE EVENT WAS ENORMOUS. WHAT 
BEGAN AS A MERE SPECTACLE WAS TRANSFORMED INTO ONE OF THE WORLD'S MOST 
ENTERTAINING SPORTING EVENTS. OVER THE COURSE OF ITS EIGHT-YEAR EXISTENCE 
AND MORE THAN 3S EVENTS, THE UFC HAS BECOME THE PREMIER MIXED MARTIAL ARTS 
EVENT IN THE WORLD, FEATURING COMPETITORS OF MULTIPLE DISCIPLINES IN A QUEST TO 
BECOME AN ULTIMATE FIGHTING CHAMPION, 


im ms 

UFC: Tapout 2 ts a realistic fighting game that places the player in the 
Octagon to compete in Mixed Martial Arts (MMA) competition. This is 
not your average fighting game. Thebe is no magic* No fireballs. No 

WEAPONS, No TWENTY-HIT COMBOS. THERE IS ONLY A BOUT ARY FIGHTER AND HIS 
OPPONENT, INSIDE A CAGE, FIGHTING TO DETERMINE WHO WILL BE VICTORIOUS. 

Real Fighters. Real Fighting, 


Ipiranni® 


Mixed Martial Arts employs a number of different positions from which 

THE FIGHTER MAY DELIVER ATTACKS, OR ATTEMPT SUBMISSIONS TO MAKE THE OTHER 
FIGHTER TAPOUT. UFC: TaPOUT 2 SHOWCASES FIVE OF THE BASIC POSITIONS: THE 
STANDING POSITION AND FOUR GROUND POSITIONS (AND THEIR UPPER AND LOWER 

positions). Each position offers a variety of advantages and disadvantages 

TO A FIGHTER. WHICH POSITION A PARTICULAR FIGHTER IS MOST EFFECTIVE m Ifi 
HIGHLY DEPENDENT ON HIS TRAINING AND STYLE (A FEW "ADVANTAGES AND 
DISADVANTAGES ARE OFFERED BELOW FOR REFERENCE). THESE POSITIONS ARE 
CHARACTERIZED AS FOLLOWS: y-- 







Standing - Both fighters are standing. From 

THIS POSITION, A VARIETY OF STRIKES CAN BE LAUNCHED 
OR A FIGHTER MAY CHOOSE TO SHOOT IN ON THEIR 
OPPONENT AND MOVE TO A GUARD OR MOUNT POSITION, BOXERS, KlCKBOXERS, AND 
SIMILAR STRIKING ARTISTS DO THEM BEST WORK HERE. 



Advantage: Able to avoid submission attempts and force a competition of strikes. 
Blocking can be vehy effective. 


Disadvantage: Unable to utilize submissions. Characters are more open to strikes 

AND DAMAGE. 


The Guard - The guard position is characterized by the fighter on the 

BOTTOM HAVING HIS LEGS AROUND THE WAIST OF THE FIGHTER IN THE TOP POSITION. THE 
CLOSED VARIATION OF THIS POSITION MEANS THAT BOTH LEGS ARE COMPLETELY EXTENDED 
BEYOND THE WAIST, OFTEN LOCKED TOGETHER USING THE ANKLES BEHIND THE TOP FIGHTER 
SO THAT HE CANNOT MOVE TO THE FUU MOUNT (SEE BELOW). THE LOWER POSITION IS VERY 
POPULAH FOR JlU-JlTSU PRACTITIONERS, PARTICULARLY BRAZILIAN JlU-JlTSU, SINCE IT ALLOWS 
FOR A VARIETY OF SUBMISSIONS INCLUDING TRIANGLE CHOKES AND ARMBAHS* 


Lower 

Advantage: Able to attempt submissions if trained in such. The position is strategic 

SINCE IT ALLOWS FOR A QUICKER ESCAPE TO STANDING AS WELL AS PREVENTING A FULL MOUNT. 

Jiu-Jitsu fighters are often able to deliver damaging kidney shots using heel kicks. 

Disadvantage: Blocking does not prevent 100% of damage. Most fighters 
however are unable to throw strong strikes. 






















Upper 

Advantage: Strikes ahe effective. Can attempt submissions or attempt to pass 

GUARD AND ENTER FULL MOUNT, 

Disadvantage: Difficult to move to a standing position quickly. Limited 

SUBMISSIONS AVAILABLE* 

The Full Mount 

This position is characterized by the above fighter completely 

STRADDLING THE LOWER FIGHTER'S BODY ABOVE OR AROUND THE WAIST, FROM 
THIS POSITION, THE DOMINANT FIGHTER MAY SIT UP TO DELIVER A VARIETY OF 
DEVASTATING STRIKES TO THE LOWER FIGHTER. THE UPPER POSITION IS THE FAVORED 
POSITION OF "GROUND AND POUND" STYLISTS. 

Lower 

Advantage: Very few, although some fighters may be able to attempt a 

SUBMISSION IF PROPERLY TRAINED, 

Disadvantage: Highly susceptible to damage whether blocking or not. 
Open for a wide range of submissions. Difficult to escape from 

GROUND POSITIONING. 

Upper 

Advantage: Strikes are very effective (ground and pound strategy works 

WELL FROM THIS POSITION), LARGE VARIETY OF SUBMISSIONS AVAILABLE, EASY TO 
ESCAPE TO STANDING POSITION OR GET THE OPPONENT INTO A BACKMOUNT, 

Disadvantage: No kicks available for strategic striking. Susceptible to 

SUBMISSIONS FROM GOOD GHOUND FIGHTERS- 

The Back Mount - This is the most dominating position in grappling. From 

THE UPPER POSITION, THE FIGHTER IS ABLE TO THROW A NUMBER OF STRIKES AND 
SUBMISSION ATTEMPTS WITH FEW REPERCUSSIONS. THE LOWER POSITION IS SOMETHING 
THAT EVERY FIGHTER WOULD BE BEST TO AVOID, 

Lower 

Advantage: Hearly none, although a few fighters may be able to attempt 

SOME SORT OF SUBMISSION IF THE OPPORTUNITY ARISES- 

Disadvantage: Very susceptible to damaging strikes and a vast array of 

SUBMISSIONS, MOST OF THEM ARE VERY DIFFICULT TO ESCAPE FROM. 


Upper 

Advantage* May attack opponent fairly freely with little chance of submission or 

COUNTER ATTACK FROM MOST FIGHTERS. 

Disadvantage: Difficult to get into with most fighters. With the best ground fighters, 

THIS CAN SmL BE A DANGEROUS POSITION WHEN DEALING WITH SUBMISSIONS. 


The Side Mount 

Time and time again this position has proven to be just as effective as the mount 

AND BACKMOUNT POSITIONS. WHILE THERE ARE NOT MANY SUBMISSIONS AVAILABLE FROM THIS 
POSITION THE ABILITY TO DELIVER POWERFUL KNEE STRIKES AND MAINTAIN CONTROL OVER THE 
OPPONENT'S MOVEMENTS FROM THE TOP MAKES THIS A DEVASTATING POSITION TO DEFEND AGAINST. 

Avoiding the bottom sidemqunt at all costs is recommended. 


Lower 

Advantage: Nearly none, while in this position the fighter is able toutilize knees. 
Reversals and escapes from this position will result in the player entering the top 
guard position. 

Disadvantage: Knees to the ribs become a danger; submission attempts and strik¬ 
ing ARE ALSO PLENTIFUL AND DIFFICULT TO REVERSE. THERE IS NO MEANS OF ESCAPING TO A 
STANDING POSITION. 


Upper 


Advantage; Absolute control over an opponent's movement as well as the ability to 
deliver damaging knees to the upper body of the opponent. A number of submissions are 
available. 

Disadvantage: Nearly none. Knees and elbow strikes are a danger from this 
position, but due to the controlling nature of the upper sidemount the 

OPPONENT'S OFFENSIVE ATTEMPTS CAN BE REGULATED, 




WHILE SOTC ARE MORE DOMINANT IN ONE POSITION THAN 
ANOTHER, Doe TO THIS, THIS CONTROL LEST IS MQHE OF. A 
GUIDE ANDNOT COMPLETELY UNIVERSAL FOR ALL FIGHTERS. 

FOR INSTANCE, SOME HGHTLRS mi HAVE A NUMBER OF SDBMIHSION AMITIES FROM THE LOWER 

POSITION, WHILE OTHER FIGHTERS WILL EE VERY LIMITED. WHAT FOLLOWS IS A GENERAL GUIDE TO 
LEARN THE AfiEJNES OF ANY INDIVIDUAL FIGHTER. , .1. 













STANDING 

Right Kick - A 

Right Punch - B 

Left Kick- X 

Left Punch - Y 

Punch Counter - B+Y 

Middle to High Kick Counter - A+X 

Shoot In or Attempt grapple - X+Y or A+B 

Counteh Grapple Attempts - X+Y or A+B 

Escape from Take Down - Rotate directional pad or left thumb stick 

REPEATEDLY. 

STEP MOVES 

Front Step strike oh grapple - Tap directional pad or left thumb stick 

TOWARDS OPPONENT AND THEN PERFORM MOVE. 


Back Step strike or grapple - Tap directional pad or left thumb stick away 

FROM OPPONENT AND THEN PERFORM MOVE. 

Left Step strike oh grapple - Tap directional pad or left thumbstick 

towards the left of your opponent and then 
perform move. 


Right Step strike or grapple - Tap directional pad or left thumbstick 

TOWARDS THE RIGHT OF YOUR OPPONENT AND THEN 
PERFORM MOVE. 

Ground Positions {Mount, Guard & Backmount) 

Left Punch - X or Y 

Right Punch - A or B 

Punch Counter - B+Y 

Submission (Top Positions) - X+Y or A+B 

Counter Submission (Upper Body) - B+Y 

Counter Submission (Lower Body) - A+X 

Position Change (except Backmount Top) - Rotate directional pad or left 

THUMBSTICK REPEATEDLY. 

PosmoN Change (Backmount Top) - A+Y 


Ground Position (Side: Mount) 

Left Punch - Y Submission [Top Position) - X+Y or A+B 

Left Knee - X 

left Right Knee - A or B Position Change - Rotate directional pad or 

THUMBSTICK REPEATEDLY* 


O 


Arcade Mode 

Upon entering the mode, you will he able to choose a fighter. You will then noir an 
INFTNTTE SERIES OF OPPONENTS TRYING TO WIN AS MANY MATCHS IN A ROW AS POSSELD RECORDS 
ARE KEPT OF WHICH FIGHTERS WERE USED AND HOW MANY WINS THEY EACH HAVE 

Champion Road 

Champion Road is a five-fight battle for the UFC title belt. When starting in this 

MODE. YOU MUST FIRST CHOOSE THE WEIGHT CLASS in WHICH YOU WISH TO COMPETE The WEIGHT 
CLASSES ARE DIVIDED AS FOLLOWS: 

Heavywhght - For fighters that weigh above 20S pounds. 

Light Heavyw^ght - Tms includes fighters weighing 185 - 2043 lbs. 

Middleweight - Fighters range from 170 - 1B49 lbs. 

Weltoiweghi - For ftcftters that wegh between 155 - 169,9 LBS, 

Lightweight -145 -1543 i^s. these fighters are in the ughiest class of the UFC. 

You WILL BE brought to a FIGHTER SELECTION SCREEN in which you are able to choose an 
ACTUAL UFC FEGHim OR LOAD ONE OF YOUR CAREER FeGHTERS OF THE APPROPRIATE WEIGHT 
class. After that, the tournament begins. You will have to fight a total of hvi fights. 
If YOU WIN THE TOURNAMENT, Y OU WILL RECEIVE THE SILVER belt FOR THAT CHARACTER. 

Legend Mode 

Ldgend Mode lets you defend the title belt against a string of seven 

CHALLENGERS, ONLY FIGHTERS WHO HAVE COMPLETED CHAMPION HOAD MAY ENTER THIS MODE. 

Like Champion Road, you must first select a weight class. You will again he brought 

TO A FIGHTER SELECTION SCREEN TO CHOOSE AN ACTUAL UFC FIGHTER THAT YOU'VE DEFEATED 

Champion Road with. 

After selecting the tighter the new tournament begins. You will have to fight through 

A TOTAL OF SEVEN BOUTS, IF YOU WIN THIS TOURNAMENT, YOU WILL RECEIVE THE GOLD BELT FOR 
THAT CHARACTER ' f f /T f - J J :/ — 1 ' "' X 









This is a single bout between two fighters. Matches can be fought between one 

PLAYER AND THE COMPUTER, TWO PLAYERS, OR TWO COMPUTER PLAYERS, BETWEEN EACH 
FIGHT.THE PLAYERS WILL EE ABLE TO SELECT A FIGHTEHJkERE ARE NO WEIGHT CLASSES IN THIS 
MODE, SO ALL FIGHTERS WILL BE AVAILABLE TO THE FLAYER AT ALL TIMES, 


Career Mode (Create Fighter) 

In this mode, you are able to create a customized fighter for use in the game. 
There are hundreds of different combinations available to you so that you will 
BE ABLE TO CREATE YOURSELF, A FRIEND, OR EVEN ATTEMPT TO RECREATE SOME OF YOUR 
FAVORITE FIGHTERS OF ALL TIME. AFTER CHOOSING MAKE A NEW FlGHTER FROM THE MAIN 
MENU, YOU WILL BE PRESENTED WITH THE FOLLOWING OPTIONS^ 


Name Entry - Here you can enter the first and last name for your fighter. 


Nickname - Here you can choose from over 40 different nicknames. This 

IS THE NAME THAT BRUCE BUFFER WILL ANNOUNCE WHEN YOU ENTER INTO 

the Octagon. 


Profile - This is where you determine the vital statistics of your character. 


Choose a weight between 100 and 399 lbs. 

Choose a height between 5 and 7 feu. 

Choose an age between IB and 50. 

Choose the country that your fighter is from* 
ranging from Angola to Vietnam, 

Enter your fighter's hometown. 

Choose three strengths that represent your fighter. 
There are over 80 to choose from. 

This will determine your character's face, as well as 
HIS SKIN COLOR AND HAIR COLOR, THERE ARE OVER 90 
DIFFERENT FACES TO CHOOSE FROM, RANGING ACROSS ALL 
HAIR COLORS, SKIN COLORS. AND FACIAL HAUL 


Weight - 
JteGH? - 
Age - 
Country 


Hometown 

Strength s 


Tournament Mode 

Tournament mode allows up to 8 players to 

PARTICIPATE IN A UFC MULTI-FIGHT TOURNAMENT. THIS 
IS BASED UPON THE EIGHT MAH TOURNAMENTS THAT 
UFC WOULD HOLD EARLY W ITS HISTORY. ALLOWING 
YOU TO SELECT EACH FIGHTER AND WHETHER OR NOT 
THEY ARE PLAYED BY A HUMAN PLAYER OR BY A COM¬ 
PUTER PIAYER, The FORMAT DISREGARDS ANY WEIGHT 
class. The player who is able to win ALL 3 FIGHTS 
WILL BE THE CHAMPION. 



Exhibition Mode 


_ Clothing - There AHESOuiFFTHOTajcmiotfGCGE^^ YouRnorroi 

Choose which configuration yoiTd like for your ncarrER. 

Voice - Choose one of 8 different voices. 

Music - Choose from 12 style of music for the fighter's entrance. 

Style - Now, it's time to choose your fighter's discipline {or the martial art that he 

PREDOMINANTLY PRACTICES). ALL OF THE DISCIPLINES CONTAIN A VARIETY OF STANDING AND 
GROUND FIGHTING TECHNIQUES, ALTHOUGH SOME STYLES MAY FAVOR ONE OVER THE OTHER. THE 
DISCIPLINES AVAILABLE ARE: 

* Iru Jrrsu • Street Fighting * Wrestling * Sumo • Shoot fighting * Pro Wrestling 
* Kickboxing * MuayThai • Karate • Tae KwonDq * Capoeira * 

Finally, aftb? you've determined ike physical traits of your character you can focus on 

HE SKILLS. Be SURE YOUR CHARACTERS LOOK THE WAY YOU'D LIKE THOUGH, BECAUSE YOU WON'T HE 
ABLE TO CHANGE THEM LATER. 

From the cheated fighter's menu, there are a variety of choice: 

Moves List - The selection will display your fighter's curfot novelist. Each 

MOVE'S BUTTON ASSIGNMENT AND NAME ARE DISPLAYED FOR EVERY POSITION. KNOWING THIS IS A 
KEY TO VICTORY. 

Profile - Profile displays your fighter's personal information as well as stats. 
These stats are 

* Life - The amount of life that your character has. This will 

DETERMINE HOW MANY STHlKiS HE CAN TAKE BEFORE HE'S KNOCKED OUT. 

* Stamina - This determines how quickly your character will 

RECOVER HIS STAMINA AFTER THROWING A FLURRY OF STRIKES. 

* Punch RsttT-I. - The POWER AND INTENSITY OF YOUR CHARACTER'S STRIKES THROWN 

FROM THE HANDS, ARMS, OR ELBOWS. 

* Kick Skill - The power and intensity of your character's strikes thrown 

FROM THE LEGS, FEET, OR K NEES. 

* Speed - The fighter's movement spied. This includes the fighter's 

ABILITY TO MOVE AROUND THE OCTAGON AND THE QUICKNESS A PUNCH, 
KICK. OR GRAPPLE IS PERFORMS), 

■ Grapple - This effects the success rate of a fighierIs dappling attempts. 
























• Sparring I Tournament - Upon selection of the "Sparring" option you will he 

PRESENTED WITH A LIST OF POTENTIAL SPARRING PARTNERS. 

Each of these partners has a corresponding chal¬ 
lenge AND REWARD, By ENTERING ANY SPARRING MATCH, THE 
PLAYER USES ONE WEEK, ONCE FOUR WEEKS HAVE PASSED 

the "Sparring" option on the main Career mode menu 
will change to "Tournament". Successfully complet¬ 
ing A TOURNAMENT WILL ALLOW YOUR FIGHTER TO MOVE 
TO THE NEXT HER MAKING NEW MOVES AND BETTER STATS 
AVAILABLE. AFTER COMPETING IN THE FIFTH TOURNAMENT, 
YOU WILL NO LONGER BE ABLE TO LEVEL UP YOUR CHARAC¬ 
TER IN CAREER MODE, 

■ List - List displays your current tier's tournament bracket. 

* Rest - As the fighter's health and stamina carry over from fight 

TO FIGHT WITHIN CAREER MODE, REST BECOMES AN IMPORTANT 

option. Selecting rest will replenish your fighter's vitality. 
Using best, however, costs one week of training. 

* Save/Load - This option will take you to the career mode system 

sub-menu. The options here are; 

* Save - Allows you to save a fighter's progress to your Xbox's 

Hard Drive, Prior to selecting this option your fighter 

WILL NOT BE SAVED. MAKE SURE TO USE THIS OPTION OFTEN! 

* Load - Allows you to load your fighter, 

* Back To Title - This option takes you back to the UFC title screen. 



The options available to the player are as follows: 


Training Mode 

This mode allows you to learn the different 

ABILITIES OF YOUR FIGHTER AND DISCOVER HOW TO 
BEST USE THEM IN THE OCTAGON. WHEN PAUSING 
THE GAME IN THIS MODE (BY PRESSING THE START 

button), the player will be presented with a 

VARIETY OF OPTIONS TO HELP THEM BETTER 
LEARN THE TYPES OF MOVES THAT ARE AVAILABLE TO 
THE FIGHTER AND HOW BEST TO UTILIZE THEM, 




Position Set - You can choose the position that you wish your 
character to be in. This will allow you to explore and experiment with the 

MOVEMENTS THAT ARE AVAILABLE FOR A PARTICULAR POSITION FOR A FIGHTER THE 
POSITIONS AVAILABLE ARE (DESCRIPTIONS FOR THESE POSITIONS CAN BE FOUND UNDER 

"Positions" in this manual): 

* Stand - Standing Position 

* Mount-Top - Full Mount, Top Position 

* Mount-Bottom - Full Mount, Bottom Position 

* Guard-Top - Guard, Top Position 

* Guahd-Bottom - Guard, Bottom Position 

* B Mount-Top - Back Mount, Top Position 

* B Mount-Bottom - Back Mount, Bottom Position 

* Side Mount Top - Side Mount, Top Position 

* Side Mount Bottom - Side Mount, Bottom Position 

Opponent Status - This sets how the opponent will act while in the 
Octagon. This allows the opponent to act in a desired way so that you 

MAY DEVELOP STRATEGIES FOR CERTAIN ACTIONS. 

Free - Opponent will stand without reaction to allow 

YOU TO THROW A VARIETY OF STRIKES OR ALLOW YOU 
TO SUCCEED IN PERFORMING ANY SUBMISSION. 

Guard - Opponent will block all strikes but will not 

ATTACK. 

Cpu - Opponent will act as a normal AI player 

(as found in the normal play modes). 

Cpu-Escape - Opponent acts as a normal AI player, but also 

ATTEMPTS TO ESCAPE FROM EVERY SUBMISSION AND 
TAKEDOWN ATTEMPT, 

Opponent control is passed over to a second 

CONTROLLER, SO THAT YOU MAY HAVE SOMEONE 
POSITION HIM AS DESIRED. 

Set to on or off. If on, the opponent will 

ATTEMPT TO COUNTER SUBMISSIONS AND TAKEDOWNS, 


Manual- 

Counter - 











Display Data - This setting allows the player to decide what sort of 

ADDITIONAL DATA WILL BE DISPLAYED ON THE SCREEN FOR THEE REFERENCE. THE OPTIONS INCLUDED 
IN THIS SETTING ARE 


All On- 

TURNS all display data on. 

Attack Data Off - 

Turns off the display that shows the amount 

OF DAMAGE DONE BY A PARTICULAR ATTACK 

Enter Buttons Off - 

Turns off the display that shows the exact 

BUTTONS THAT WERE PUSHED DURING THE TRAINING SESSION, 

All Off- 

Turns ALL DATA OFF so that THE DISPLAY is the same as in 

REGULAR GAMEPIAY, 

RErCmrm- 

Returns fighters to their starting positions in the 
Octagon, 

Recover- 

Recowhs all health and stamina for both fighters. 

Moves 1st - 

Brings up the moves uet display. 

Fighter Select - 

This allows you to return to the Fighter Selection 
Screen. 



Game Options 


Game Difficuity - Difficulty can be set to three different levels: 
Rookie, Contender and Heavy. 

Round System - Adjusts the number of rounds for a particular 

FIGHT. (DEFAULT! 3) 

Round Duration - Adjust the length of each round for a 

PARTICULAR FIGHT, (DEFAULT: 5 MlN.) 

Blood Effects - Select the level of the blood effects. 

Button Configuration 

Setting - Allows you to customize the controls for 

GAMEPLAY, 

Default - Resets all controls to the basic default 

CONFIGURATION. 

Sound Options 

Music Volume - Adjust the volume of the music. 

SFX Volume - Adjust the volume of the sound effects. 

Audience Volume * Adjust the volume for the audience and Bruce 
Buffer fighter intros. 

Music Setting 

Use Hard Disk Music - Turn user-created soundtracks on or off. 

Tracks ~ Select the first track to be played during hght. 

RANKING ' Keeps track of consecutive wins in Arcade Mode, 

Save/Load 

Save - Save current progress and all current settings. 

Load - Load a previous save game, including previous 

SETTINGS, 

Auto Save - If set to On, the game will automatically save the 

player's progress and settings" changes. If set to Off, 
the player will need to do all saving manually in the 
Options-Save/Load menu. 

Back To Main Menu - Exits options and returns player to 

the Main menu. 































Jab, Uppercut. Chop 

* (Standing) Y, Y, B 

Low Double Leg Takedown 

* (Standing) Y+X, Y+X 


=■ ' 

Style Ruas Vale Tudo 
Age; 28 
Height,- 61" 

Weight; 228 
UFC Record; 7-4-0 
Kimura 

* (Shoot Reversal) B+X 

Thai Clinch/Plum Grab 

* (Forward Step) B+A 


.©• 


Haymaker Hook to Face Kick 
(Back Step) Y, A 


"Tim Isalyy Ase^ssfr;" 
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Style: AMC Pankrahon 
Age; 25 
Height; 6'3" 

Weight; 245 
UFC Record; 4-1-0 


Fab, Straight, Snap Punch 
* (Standing) B. R, B 
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Jab. Straight, Cross. Kick 
(Standing) B. Y, B, X 


Right Kick Reversal to Kneebar 
(Front Step) X+A 


Left Kick Reversal to Kneebar 


Jab. Straight, knee 
* (Standing) B- Y, X 


Flying Kneebar 
* (Back Step) X, X+A 


Mount Nec slock 
• (Rival Stun) B+A 


"(=f Qurc n 


Style Submission Fighting 
Age; 27 
Height: 6T' 

Weight: 235 
UFC Record: 3-5-0 
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DIVISION 
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STYLE: KlCOOXlNG 
Age: 31 
Height: ST j 
Weight: 199 
UFC Record: 9-1-0 

Right Mid-Kick, Left Punch, Right Uppercut, 
Right High Kick 

• (Standing) A Y, B, A 

Left Punch- Right Punch* High Left Kick 

• (Standing) Y r B f X 

Knee Strike, Catch Knee Strike 

• (Back Step) X, X+Y 




11to Ortiz 

TT-rri Pfanffncfon IsVssrfT 


]ZtzT* 


Style: Submission Fighting 
Age: 26 
Height: 6'2" 

Weight: 199 
UFC Record: 9-2-0 




Left Punch, Right Punch, Right Kick, 
Knee Strike 
* (Standing) Y, B, A X 


Low Kick reversal to Mount Top 

* (Front Step) X+A 

2 Right Punch* 2 Left Punch 

• (Standing) B, B, Y, Y 



Kevin Ps rtf terror? 

Tfir= MBTTSfJSr'; 

Style: Freestyle Wrestling 
Age: 29 
Height: S'10" 

Weight: 199 

UFC Record: 4-3-0 

Straight, Uppercut, Hook 

* (Standing) Y, B, Y 

Left Low Kick, Right High Kick 

* (Standing) X A 

Axe Hammer Strike 

* (Mount Top, Guard Top) Y+A 


Gvte Srncsrc 



Style: Machado BJJ / Mu ay Thai 
Age: 31 
Height: 6'3" 



f 
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Weight: 204 
UFC Record: 1-3-0 



2 Hooks, Right Mid-Kick 


* {Backmount Top) B+A 


























Style: Freestyle 
Age: 34 
Height: 510" 
Weight: 195 
UFC Record: 3-4-0 


Sprawl to Haymaker 
• (Shoot Reversal) Y+B 

Jab, Hook, Hook 


Clinch, Hook 
* (Right Step) Y+X 


1 1 USA % f — 
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Style: Freestyle 
Age: 30 
Height: S'O" 

Weight: 199 
UFC Record: 6-1-0 
Knee, Enee, Left Uppercut 
• (Standing) X, X, Y 


2 LUNGING KNEE STRIKES 

* (Back Step) A, X 


Drop to Guard Position 
• (Standing) B+A 


Style: Freestyle 
Age: 27 
Height: 5'10" 

Weight: 185 
UFC Record: 3-1-0 

Jab, Straight, Cross, Hook 

* (Standing) Y, Y, B, Y 

Thai Cunch/Plum Grab 

* (Left Step) B+A 

Triangle Choke 

* (Rival Stun) B+A 






Style: Brazilian Jiu-Jitsu 
Age: 28 
Height: 5'10" 

Weight: 185 
UFC Record: 2-2-0 


Guard Takedown to Triangle Armbar 
* (Standing) Y+A, B+A, B+A 


» (Triangle Reversed by Spinning) B+A 

Counter Achilles Tendon Hold 
* (Triangle Reversed by Y+B) B+A 

a ■- m - • - 






















Spinning Back Fist 
* (Front Step) B 


3 Punch Power Combo 
• (Back Step) Y, B, Y 


M Bcrcnf 


Style: Whestung / Boxing 
Age: 24 
Height: 5' 9" 

Weight: 184 
UFC Record: 34-0 


Gatling Bomb 

• (Mount Top) B, Y, B, Y r Y+B 


Jab, Hook, Upper, Cross 
* (Standing) B, Y. B. Y 


Hammer Fist Combo 
* (Guard Top) B, B, B, Y+B 


Spinning Low Leg Kick 
* (Left Stef) X 


mmmm 


Style: Combat Do Jiu-Jitsu & 

Shidokan Ka 

Age: 30 
Hoght: 5'9" 

Weight: 169 
UFC Record: 34-0 
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Style: Miletich Fighting Systems 
Age: 28 
Height: 5'9 j ' 

Weight: 169 
UFC Record: 54-0 

Right punch to single leg takedown 

* {Standing) B r B+A 

Right punch, left punch, takedown 

* (Standing) B, Y, Y+X 

4 Quick Strikes 

* (Guard Top) Y. B, Y, B 


Left Mid-Kick 

* (Standing) Y, Y, X 

Left Hook, Delayed Rising Knee Strike 

* (Front Step) Y, X 

Right Straight, Right Hook, Left Hook, 
Delayed Left Mid-Kick 

* (Standing} B, B, Y, X 
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DIVISIO 


Spinning High Kick 
* {Right Step) X 


{Back Step) A+X 


Flying Kick 
* [Back Step) A 


s irz nr 
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TincSf-rcten" 

Styles Wajutsu / Wrestling 
Age: 26 


•rr -r_j- ^>.yy~ 


Fake punch, kick comeo 

(Back Step) Y, B 


Flying ahmbab 
• (Front Step) B+Y 


Height: 57" 
Weight: 154 
UFC Record: 3-2-6 


f?J F^rrrr 

Tfte Prepay" 

Style: Jiu-JrrSH 

Height: 5'9" 

Weight: 154 

Record: 5-1-0 


__ght punch. Right Kick 
* (Standing) Y, A 


Spinning Left Kick 
* (Left Step) X 


Hook 

Y 


Macmnegun Punch Set 
• (Mount Top) B, Y, 
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WARRANTY AND SERVICE INFORMATION 
PRODUCT SUPPORT/HPS 

The TDK Mediacttve Product Support Department provides technical support customer service- and game 
hints. There are several -different ways to receive assistance: 

ONLINE SUPPORT 

TDK yadificicve provides support via the World Wide Web 2A hours a day seven days a week. The address is 
VAVW.tdk-rnetfiacbvB.com. You can also feam more about this gams a! w*w. ufcvideogames.corc 

EMAIL SUPPORT 

A representative wifi promptly and personally answer e-mail inquires. Requests should be e-maited to 
support@ldk-m com Please include a netaded desersplion ot the situtioa 

TELEPHONE SUPPORT 

Live representatives are available by telephone Monday through Friday 7:30 am to 6:00 pm PST at 

(BIS) 707-7063, 

WARRANTY AND SERVICE INFORMATION 

In the unlikely event of a problem with your product {TroducT}, you may only need simple instructions to correct the 
problem. Please contact the TDK Mediactive Interactive Product Support Department at (816) 707-7063 or on the 
web at 'wwwTdknriiediachve.com before returning Che Product to a retailer, ft a TDK Medtsdive service technician 
is unable to solve Ihe problem by phooe of on the web via e-mail, he will authorize you to return the Product at 
your risk of damage, freight and insurance prepaid by you. together with your dai®d sates slip or simitar proof-of- 
Ourchase within the ninety {90* day warranty period to, 

TDK Medtsctive 
4373 Park Terrace Dr, 

Westlake Village, CA 31361 
f Attn-Product Support 









TDK Me> tractive is mat responsible far unauthorized returns of Product end reserves (he right to send such 
authorized returns back to customers. 

COPYRIGHT 

Ultimate Fighting Championship UFC. and the UFC Logo are either trademarks or registered trademarks of 1 
Zuffa LLC m the US and other countries, arid are used under license ffi" 3003 TDK Mediaciive, Inc, Alt Rights I 
Reserved PUBLISHED AND DISTRIBUTED BY TDK MEDIACTIVE, !NC 

Alt elements of this product have been copyrighted. AM elements not originally created by TDK Media dive interactive, 
Inc. {thereinafter referred to as TDK MED!ACTIVE} are licensed by the respective Noansors Please refer to the insert i 
and package tor specific attributions, legal notices, and resections. This manual and 1 all contents described within A ! 
are copyrighted AH nobis reserved 

Under existing copyright laws, this product and associated package components (whether complete or only a por- 
tnw thereon cannot be copied without pnor written consent of TDK MEEMACTIVE The same property and copyright 
notices must be affixed to any permitted copies as were affixed to the -original. Thus exception does not allow copies. 1 
to be made for others* whether or not sold. Under federal law, copying includes translating rmo another language or 
format Using the audio segments in any multimedia prasentaii# intended for audiences may otritgaie you to pay a 
small fw per person in accordance to ASCAP i BMl or other performer's rights organuraLions. 

UCENS&AGREEMENT 

This is a license agreement between you (either an individual or an entity} me end user, and .TDK MEDIACTIVE TDK ' 
ViEDlACTTVE hereby grants to you, the owner of this product, a non-e'xclus^e-license agree mark to use the ondosed 
software subject to ihe to mis and nestnebons. set forth m this norvexctusive agreement. If you do not agree to these 
terms as set forth herein, you must return the unused product to the manufacturer. 

LIMITED WARRANTY 

TDK. M EDI ACTIVE warrants that thts product wilt perform substantially in accordance with the 
accompanying written material for a paired of ninety (30) days from.the date of receipt. Any implied Warrantiesdn tbs 
product aie simitod tq ninety $30) days. Some stetes'jurisdictkifis do freeflow limitations on top duraSon of an impfted 1 
warranty, so the above tirnitotron may not apply to you. 

CUSTOMER REMEDIES 

TDK MEDlACTMTa entire lletwltiy and your exclusive remedy shall be, at TDK MEDlACTJVE s option, either a I 
return/refund of the price paid or repair or replacement of the product [bat does no! meet TDK MEDIACDVE's J 
limited warranty and that i? returned to TDK MEDIACTIVE with a copy of your recetpt evidencing the date of 1 
purchase In no event shall TDK MEDIACTIVE's liability with respect to this limiled warranty exceed the cost of 1 
replacement of toe media on which She product is recorded. This limited warranty is void if failure of the product-I 
has resulted from accident, abuse, or misapplications. Any replacement of the product will be warranted fra the 
remainder of the original warranty period or thirty [30) days, whichever is longer Neither these remedies Mf.J 
any product serviced offered by TDK MEDIACTIVE are available for the U S. version of the product ouTside of 
the Uhiteo States and Canada, 

fflp NO OTHER WARRANTIES i 

TDK MEDIACTIVE disclaims all other warranties, either expressed or -mplied. of merchantability and Alness for 
a particular purpose, with rasped Id the product and lha accompanying written matenals TDK MEDIACTIVE 1 
decs not warrant that toe er.tfosed product or documertfation is withe ut defect nr error or the ooeratton of the ■ I 
enclosed product wttl be unintomjptc-d 

NO L1ABEUTY FOR CONSEQUENTIAL DAMAGES 

fn rro event shall TDK MED I ACTIVE or its suppliers be liable for any dam-ages whatsoever {inducing, with- 1 
out limitation. damages tor toss of business profits, business interruption, loss of business information, or 
other pecuniary loss) anstng out of the use or inability to use thts TDK MEDIACTIVE product, even if TDK J 
MEOiACTiVE had been advised of the possibility of such damages. Because some states/ jurisdictions do not 
allow (imitatHmson duration of an implied wanranty. the above information may not apply to you. The warranty and | 
remedies set forth herein are exclusive- and in fou of aif others, oral or written expressed or implied. No dealer I 
of TDK MEDIACTIVE product, nor distributor. TDK MEDIACTIVE agent or employee Is authorized to make any : 1 
modificatiOTi? or additions lb this warranty. This warranty shall not be applicable Lo the extort! Shat any provision erf I 
tots warranty is prohibited by any federal, state, or municipal law that cannot be pre-empted. 






